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Congratulations on the Shadow 
Mage—I think it's fantastic! Over the 
past few years, I have found myself 
into comics and since this time got 
interested in Magic: The Gathering by 
seeing the stores carry the cards. My 
curiosity got the best of me, and now 
here I am into Magic cards. What first 
attracted me to Magic was the beauti- 
ful artistry of the cards. With The 
Shadow Mage, you have brought the 
circle together, and merged the story 
of the comic book with the Magic card 
game. People of all ages will now be 
able to relate to the game with a new 
understanding. My kudos to all! Keep 
up the great work, and imagery by Val 
Mayerik. I know I will be along for the 
ride as long as it lasts! 

Donna Pine 
Mt. Holly, NJ 


Some thoughts on the first issue of 
the debut Magic: The Gathering 
miniseries, The Shadow Mage. 

As to the book itself, I have to con- 
fess something to you. I have 
absolutely no interest in either 
trading cards or role-playing games, 
and as such, have never really 
exposed myself to these characters or 
concepts until now. Why did I buy the 
book, then? Because I do love comics, 
and I try to sample every one that gets 
published when I can. Also, Fve been 
collecting Valiant’s line of superhero 
books from the word go, so I know I 
can expect a reasonably good read 
from them...and I did support all of 
DC’s books based on various TSR 
role-playing games, so I figured that if 
this book read anything like them, I'd 

probably enjoy myself. Luckily for us 
I was right in that assumption. 


bac 


[Wises 


One of the things that impresses me 
about Shadow Mage is Jeff Gomez's 
writing. | have often maintained that 
if you're going to write something 
well, you have to have a certain 
passion for your subject matter; 
if you're enjoying yourself, that 
enjoyment becomes infectious...and 
it’s something that can’t be faked. 
It's either there or it isn’t. I definitely 
see that passion here in this book. 

Equally impressive is the artwork. 
Ive seen work by both Val Mayerik 
and James Pascoe before, but 
this book has a sense of majesty 
to it that, for me, eclipses all their 
previous work. At times, I had the 
feeling I was right there, in the thick 
of the action with the characters! 
Now, that’s artwork! 

So count me in for the full run of 
The Shadow Mage! And if the other 
upcoming Magic: The Gathering 
projects are like this one, Fil sign on 
for all of them as well! 

David Peattie 
Concord, CA 


Bravo! I love Magic, and I love 
comics. You've brought them together 
for me, and even threw in some tips 
on playing the game better. I read 
Shadow Mage from cover to cover, 
and the Seer's Analysis twice! 

The art is great and the color is 
phenom! The story is cool! I can't wait 
to see what happens to Jared, and 
what the birthmark on his face is 
going to mean. 

I'm ready for the other books, as 
well. Once more, it's GREAT! Keep it 
up! You've got me enchanted! 

Katina Marler 
Galveston, TX 
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..My prayers have finally been 
answered I have been collecting 
comics for seven years and just 
started playing Magic about eight 
months ago. Now, once a month I can 
enjoy both, because Magic: The 
Gathering, the comic is here! 

I went into Nostalgia Ink (which is 
my local comic book store) the day it 
came in, and I must say it is a work of 
art. | want to thank the entire Magic: 
The Gathering team for creating such 
a cool comic. The idea was great and I 
love the characters. I am glad that you 
used the creatures and spells from the 
card series, it gives the comic a much 
better effect. 

The only complaint that I have is 
the card supplied with the comic. 
i know you had to produce many 
copies of this book and that you could 
not possibly put an awesome card 
such as the Shivan Dragon or Royal 
Assassin with it. But that is not what I 
am asking for. What I was hoping for 
was a unique card that has never been 
produced before, but ties in with the 
storyline. Instead of the incredibly 
common card Fireball, couldn't you 
have put in a Lord Carthalion card, a 
young Jared, or Ravidel? 

Joe Ervin 
Bangor, ME 


Great job! fm writing to congratu- 
late your staff for the AWESOME 
work! I am a great Magic: The 
Gathering fan and have been patient- 
ly awaiting the release of Shadow 
Mage and Ice Age. I have a few 
questions that are sure to plague the 
minds of other readers like myself. 
What happened during the lost seven 


o 


years of Jared’s life? A future story in 
greater depth about this time would 
be greatly appreciated. Will there be 
any future explanations? 

And what's the deal with Lord 
Carthalion? Who is he? Why is he 
fighting Ravidel? And also, what 
happened to Jared’s mother? I will be 
expecting future explanations and 
stories along these lines. Well, good 
luck! May your spells serve you well! 

Adrian Nolan 
Fresno, CA 


WHOAAAA! You have written a 
terrific comic here!!! By now, you real- 
ize I am talking about MAGIC: THE 
GATHERING comics. I especially liked 
Shadow Mage because of the amazing 
artwork and good writing. I have a 
new name for your letters/info page: 
GATHERING Opinions. I am an avid 
player of the game and fan of comics, 
so this was the perfect thing to pick 
up at my local comic/MAGIC: THE 
GATHERING shop. 

Now I have a few questions: 

1. Could you print a map of 
Dominia? | think that and a timeline 
would be terrific. 

2. Speaking of Dominia, why do you 
call it Dominaria in the comics? 
Was this a goof-up by the writers or 
something? 

3. Who would win in a fight: Force 
of Nature or Swamp Thing? 

Well, thanks for listening and keep 
up the good work on future MAGIC: 
THE GATHERING comics!! 

Brian Solomon 
League City, TX 


P.S. I hope you like my letter art. 


MAGIC: THE GATHERING—Shadow 
Mage just arrived from my comics 
supplier, and I must say that I am 
impressed. It is the best comic I have 
read in quite some time and you can 
be sure that I will get all that follow. 

My only nitpick is the similarity of 
the colors of the two spells that 
Ravidel cast: Disenchant (Canceling 
Earthbind) and Blue Elemental Blast 
(Canceling Fireball) both appeared to 
be blue spells to me. Perhaps the 
Disenchant would have been too stark 
if it had been left white, but I didn't 
expect a white spell until I read 
Shawn Carnes’s analysis at the end of 
the story. 

On the pure artwork side, I love it! 
There is little of the pumped-up super- 
shaped bodies that proliferate other 
comics. This was very realistic and 
you could see true emotion in most 
frames. 

Though I'm in a rural area, I meet 
with several other planeswalkers to 
do battle, and Ive already converted 
one of these guys to your comics. I 
hope some of the others will also. 

Keep up the good work, guys, and I 
look forward to a possibile ongoing 
series. Pf be with you unless an 
Unstable Mutation hits the comics 
market, or our postal system gets hit 
with Pestilence. 

Lance Kirchner 
Karoonda, AUSTRALIA 


Yoicks! This is great stuff! 'm really 
impressed. I enjoy the card game, 
and am a Convocation member. 
The first issue of Shadow Mage is sure 
to be a hit! 

I must admit I was wondering if this 
was going to be a pale, look-see into 
the game, but you have done your 
homework. This is like a magazine, 
not just a comic book. The drawings, 
the paper quality, and the text of the 
story are all top-notch. I hope that the 
intensity continues, as well as your 
apparent commitment to quality. 

I also appreciate the Seer Analysis 
by Shawn Carnes, though some things 


were not explained. Who instructed 
the Ironroots to protect the toddling 
Shadow Mage? Despite Ezer’s warning 
to Jared about being alone, they 
weren't, were they? 

I think it’s great you are attempting 
to use game terms in your text! 
dialogue. This is an aspect which 
is pretty difficult to do without 
sounding clunky. I am glad you folks 
are whom Wizards of the Coast chose, 

Here are some letter column 
headings: Shadow Pages, Jots to 
Jared, Planeswalkers Pulpit, Words 
of Vengeance, Planewalkers’ Cafe, 
Spelisquire’s Bag. Oh, I better stop, 
Fm starting to have fun again. 

l insist on seeing more of what you 
are doing here, and please-oh-please, 
keep doing it GRAND. 


Tom Ockert 
Traverse City, MI 


I fove the game of MAGIC: THE | 
GATHERING and really enjoyed this — 
comic. The only suggestion I could 
make is that I would like to see more _ 
spells. This comic was filled with 
action, but I just can’t get enough of 
the interesting spell combinations 
hidden in the stories. If more can't be 
packed into the comic, maybe there 
could be another column in the back 
with suggestions. You could have 
people write in with their favorite 
combinations. By the way, I like 
Thallids. 

Garry R.S. Peterson 
Prt. Orchard, WA 


I just finished reading Shadow 
Mage #2, and I have one question: 
When Ezer and Jared are being told to 
go away from the House Scarlet in 
Shadow Mage #1, is the girl looking 
down on them Liana of Minorad? 

Grant Schindler 
Alpharetta, GA 


by Shawn F. Carnes 


Hello again, planeswalkers! This time around we get to take a look at | #3 and 
_ the continuing chronicles of the budding planeswalker Jared, and his conflict with nemesis 
Ravidel. In this issue, the action gets really wild—Ravidel lays siege to the city of Arathoxia. 
Dealing heavily in as many various combinations of magic as can possibly be related to the 
game, the storyline gives us quite an impression as to what it might look like to use these 
spells in the midst of a sprawling population center. As always, I call the shots as they unfold 
in respect to the game Magic: the Gathering. So, without further delay, on to the action! 
The issue starts out as Ravidel’s Planar Barge hovers over the northern walls of Arathoxia. 
His plan is to take completely by conquering the city’s other four houses of magic—he has 
already established control over the house of Red magic (the old Carthalion manse). His 
work begins as a pair of na make easy work of the gates. This is a pretty accurate 
depiction; remember that Juggernauts cannot be blocked by walls. A » is launched 
from the bow of Ravidel’s ship—destination Arathoxia. It will destroy anything in its path, 
just like the card. ( Interestingly, the Chaos Orb card—which, when played, is 
flipped over the playing field and takes out whatever it lands on—was discontinued by 
Wizards of the Coast, possibly because it was considered too powerful!) This draws the 
attention of Yorgo, the ruffian who has harassed Jared for years. His decision, however, is a 
noble one—he and his band of urchins will fight for the city’s cause. 
The first stop in Ravidel’s rampage is House Kavrel—a focal point for White magic. Kavrel’s 
vizier tried to dampen the effect of the Juggernauts (and possibly the Planar Barge) with a 
: The CoP is ineffective against the that 
Ravidel summons to decimate their House. This points out a strategy choice one must make 
in using CoP’s: you have to be confident in their use, because individually, they only protect 
against one aspect of the many differing magics in the game. The CoP:Artifacts would have 
stopped the Juggernauts with no difficulty, but the spell is no safety from the Demonic 
, Hordes, a Black creature card. 


In another part of the city, Yorgo’s gang is taking on a band of tons. Even if 

_ Yorgo can defeat them, remember that they regenerate; the gang will have to fight them over 
and over. Jared appears and with some mana from his (called a Mana Well 
in the story), destroys the Skeletons with a well-placed spell. Even regenerat- 


ing creatures are removed from the game by this spell, and thus the bad guys are history. 
Not only are the Skeletons destroyed, but Jared and Yorgo are working together—a minor 
victory in itself. 
Later in the story, House Verdenth and House Bikov (Green and Blue) work together not 
only to check the advance of the ie ) but to use them against the Demonic 
Hordes still at large. Blue casts Co agic on the Zombies, and Green follows this up 
with a 1: spell, forcing the Hordes to block the Zombies attack against them. This is a 
great combination to keep in mind for game play. Control Magic, in essence, represents not 
only a potential creature in your deck, it represents one less creature in your opponent's. 
Use that with a Lure on a well-placed stolen creature, and you can cause damage to your 
opponents with their own summonings and eliminate their own creatures. 
_ Let's move on to the finale of the issue. Jared sees an unsuspecting Ravidel and prepares 
to cast a spell on him. Liana hits him from behind to stop the spell with 
a Technically, the Psychic Purge will not counter or stop Chain Lightning, 
or any spell for that matter. Psychic Purge only does a point of damage, and five if it is 
forced out of your hand. Still, since Jared was still only powering up the Chain Lightning, 
and hadn't quite launched it yet, Pl let this one slide for the sake of artistic license; it sets 
up the dramatic element of the scene. 
This leads into verbal warfare between Jared and Liana. Jared’s attempt at a minor 
Disintegrate on Liana is Spe |. Liana responds by placing Jared in _ 
he cannot move and is perpetually “tapped.” Ezer enters the bickering, only to be interrupt- 
ed by Yorgo; the city has fallen and they must flee to save their lives. Before they leave, Jared 
brandishes the still-unused she stole in issue #2, and vows vengeance on Ravidel; 
the scene is set for future issues! 
The action in #3 was pretty fast-paced, and held fairly well to the nature of the game. 
_ With a vow like the one Jared made, I expect the action only to get hotter...keep an eye on it. 


Until next time, fight the good fight. 


Magic: The Gathering 
Shadow Mage #4 


With Ravidel now in control of the 
western seaboard of Corondor, our 
heroes must go into hiding—at least 
until Jared can learn the secret of 
the Black Lotus and embark upon a 
final assault on Ravidel’s Keep. 

But Jared is not a Planeswalker 


yet! Will he be able to resist the = 


Battlemage’s psychological attacks? 
And are Liana and Yorgo truly 
friends...or foes? “First Duel” fea- 
tures a painted cover by Val 
Mayerik, and includes official 

for use in your 
Magic: The Gathering Duels. 


Ice Age on The World Of 
Magic: The Gathering #3 


The secret behind the Ice Age that 
grips Dominaria is revealed in this 
spectacular issue: several powerful 
Planewalkers who have been 
trapped in “The Shard” converge on 
one of the planet’s two moons 
to determine the cause of this multi- 
planar cataclysm. As is bound to 
happen with Planeswalkers, a duel 
of epic proportions breaks out, 
featuring spells from 

and 


This issue boasts a cover paint- 
ing by Charles Vess, and a free set of © 


for use in your 
Magic: The Gathering game duels. 


Fallen Empires 


On the World of 
Magic: The Gathering #1 


All the history and passion that 
comprise the backstory for the 


Magic: The Gathering—Fallen § 


Empires expansion set are infused 
into this two-part miniseries. Set in 
the bitter years between the 


Antiquities War and the Ice Age, the Saag 


beautiful warrior Tymolin is caught 
in a magically charged political bat- 
tle between the Order of Farrell and 
the Cult of the Ebon Hand. “Rumors 
of War” features a painted cover by 
Magic fan-favorite Anson “Hurloon 
Minotaur’ Maddocks. 
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1 be Duelist offers you the inside story on trading 
card games from the artists and designers defining 
the genre. So pick up a copy of The Duelist, and 
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Wizards of the Coast is a registered trademark. Backgrounds and illustrations (from left to right) 
by Melissa Benson, Drew Tucker, Quinton Hoover, Julie Baroh, and Ron Spencer, © 1995. 


rom the creators of Magic™ 
Brice The Duelist, the 
definitive reference for trading 
card game players and collectors. 
This bi-monthly magazine offers 
the latest in Deckmaster news; 
here you can learn the history of 
Dominia from its creators, brush 
up on deck-building strategies 
from the Magic world champion, 
and get the first look at upcoming 
trading card game releases. 
Full-color and art-intensive, 

each issue spotlights the work 

of a different artist, and every 

page features artwork 

and backgrounds 
by your favorite 
Deckmaster 
illustrators. 


©1995 Acclaim Comics, Inc. SOLAR, MAN OF THE ATOM is a registered trademark & TM of Western Publishing Company & Acclaim Comics, Inc. = 
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“Magical pick-ups and ancestral 
spells unleash chaotic tury! 


ONE MUST BE OF PURE MIND 
AND HEART TO VANQUISH THE 

WARLOCK’S EVIL MASTER! 
MASTERING 


“Part Strategy 
; 4 DEFEAT THE UNDEAD BEWARE DEMONS MANY SPELLS! 
| AND YE SHALL BE ALLOWED DEEP WITHIN 
d f d ( | On dl i C TO PASS! THE DUNGEON’S 
" BOWELS! 


Conjures an unbeat: “Bored of just playing 
able spell!!!" Eieaenn oles..Warlock delivers 


ENTER THE ARENA AND DO BATTLE HAUNTING MELODIES 


SURVIVAL 
DEPENDS ON 


action!” 
AS A FIERCE MINOTAUR! STIR UNHOLY 


APPARITIONS! AVOID THE WINGED DRAGON’ °S 
aa FIERY BREATH! 


? DEWARE THE ULTIMATE EVIL! 


BASED ON 
THE HIT MOVIE! 


The once in a millennium 
7.2) confrontation 
is upon you! 
Using the powerful spells and 
potions entrusted to you by 
your Druid ancestors, battle 

gargoyles, the Undead, fire- 
’ 46 l} 


Also look for Bei fins 0 ana 
seni move areseteen VION A® 4 i [es 
e mi 


MARK 
ere ENTERTAINMENT 


Leesensnit si ee mug o! ea z 
FP © GET TO KNOW YOUR ENEMY 
i] CompuServe THROUGH GAME CLIPS, SOUND BYTES, 
——s SCREEN SHOTS AND MORE IN THE 
(GO WARLOCK) WARLOCK: EVIL ON-LINE PROMOTION! 


